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Joahar, Mila. 2017. Improving of Civics Education Learning Outcomes 
Through the implementation of Learning Model Role Playing Assisted 
Hand Puppets Media on Grade V Students SDN 3 Tunggul. Teacher of 
Elementary School Education, Teacher Training and Education Faculty, 
Muria Kudus University. Advisor (1) Dra. Sumarwiyah, M.Pd, Kons (2) 
Deka Setiawan, M.Pd. 
Key Words: Civics Education Learning Outcomes, Role Playing, Hand Puppets 
Media 
This research aims to describe the improvement of teacher skills, student 
activities and students learning outcomes on subjects Civics Education materials 
appreciate the decision along with the implementation of learning model Role 
Playing assisted hand puppets media. Role Playing is a learning strategy that 
involves learners in a particular role play. Hand puppets are a form of dolls likes 
human, animals, or other forms that are played by putting a hand into a dolls 
clothes and using the fingers to move it. 
This classroom action research was conducted in grade V SDN 3 
Tunggul Nalumsari Jepara. This research took place in 2 cycles, each cycle 
consisting of four stages namely planning, implementation, observation, and 
reflection. The subjects of this research are teachers, and students of grade V 
SDN 3 Tunggul with 24 students. In this research, the independent variables of 
the learning model Role Playing assisted hand puppets media, and the dependent 
variable that is result of learning Civics Education grade V SDN 3 Tunggul. 
Techniques of collecting data using interviews, observation, test, and 
documentation. Data that had already got from action is analyzed in quantitative 
and qualitative, 
The result of this research shows that by using instructional model of 
Role Playing with hand puppets media can improve the teacher’s skill in 
managing the learning cycle I to Cycle II increased from percentage of 80,71% 
(good), become 91,42% (very good). Student learning activities in the affective 
domain of cycles I to cycles II increased from percentage of 67,68% (good), 
become 86,24% (very good). The result of student learning activity of 
psychomotor of cycle I to cycle II increased from percentage of 68,59 (good), 
become 81, 24 (good). The students cognitive learning outcomes also improved 
as the result of cycle I to cycle II increased from percentage of 70,83% (good), 
become 91,66% (very good). 
Based on the result of research of class action, it can be concluded that 
through the application of Role Playing model assisted by hand puppet media 
can improve teacher skill, student learning activity, and student cognitive 
learning result on subjects Civics Education materials appreciate the decision on 
grade V SDN 3 Tunggul. Suggestion in this research, teacher can use Role 
Playing model and hand puppet media as an alternative model and media used in 






Joahar, Mila. 2017. Peningkatan Hasil Belajar PKn Melalui Penerapan Model 
Pembelajaran Role Playing Berbantuan Media Boneka Tangan pada 
Siswa Kelas V SDN 3 Tunggul. Program Studi Pendidikan Guru Sekolah 
Dasar Fakultas Keguruan dan Ilmu Pendidikan Universitas Muria Kudus. 
Dosen Pembimbing (1) Dra. Sumarwiyah, M.Pd, Kons (2) Deka 
Setiawan, M.Pd. 
Kata Kunci: Hasil belajar PKn, Role Playing, Media Boneka Tangan 
Penelitian ini bertujuan mendeskripsikan peningkatan keterampilan guru, 
aktivitas siswa dan hasil belajar siswa pada mata pelajaran PKn materi 
menghargai keputusan bersama dengan diterapkannya model pembelajaran Role 
Playing berbantuan media boneka tangan. Role Playing merupakan strategi 
pembelajaran yang melibatkan peserta didik dalam suatu permainan peran. 
Boneka tangan merupakan suatu bentuk boneka menyerupai manusia, hewan 
atau bentuk lainnya yang dimainkan dengan cara memasukkan tangan ke dalam 
pakaian boneka dan menggunakan jari-jari untuk menggerakkannya. 
Penelitian tindakan kelas ini dilaksanakan di kelas V SDN 3 Tunggul 
Nalumsari Jepara. Penelitian ini berlangsung dalam 2 siklus, setiap siklus terdiri 
dari empat tahap yakni perencanaan, pelaksanaan, pengamatan, dan refleksi. 
Subjek penelitian ini adalah guru dan siswa kelas V SDN 3 Tunggul dengan 
jumlah 24 siswa. Pada penelitian ini yang menjadi variabel bebas yakni model 
pembelajaran Role Playing berbantuan media boneka tangan, dan variabel terikat 
yakni hasil belajar PKn siswa kelas V SDN 3 Tunggul. Teknik pengumpulan 
data menggunakan wawancara, observasi, tes, dan dokumentasi. Data yang 
diperoleh dari tindakan dianalisis secara kuantitatif dan kualitatif. 
Hasil penelitian menunjukkan dengan menggunakan model pembelajaran 
Role Playing berbantuan media boneka tangan dapat meningkatkan keterampilan 
guru dalam mengelola pembelajaran siklus I ke siklus II meningkat dari 
persentase 80,71% (baik), menjadi 91,42% (sangat baik). Aktivitas belajar siswa 
ranah afektif siklus I ke siklus II meningkat dari persentase 67,68% (baik), 
menjadi 86,24% (sangat baik). Hasil aktivitas belajar siswa ranah psikomotorik 
siklus I ke siklus II meningkat dari persentase 68,59% (baik), menjadi 81,24% 
(baik). Hasil belajar ranah kognitif siswa juga meningkat dilihat dari hasil siklus 
I ke siklus II meningkat dari persentase 70,83% (baik), menjadi 91,66% (sangat 
baik). 
Berdasarkan hasil penelitian tindakan kelas dapat disimpulkan bahwa 
melalui penerapan model pembelajaran Role Playing berbantuan media boneka 
tangan dapat meningkatkan keterampilan guru, aktivitas belajar, dan hasil belajar 
kognitif siswa pada mata pelajaran PKn materi menghargai keputusan bersama 
kelas V SDN 3 Tunggul. Saran dalam penelitian ini, guru dapat menggunakan 
model pembelajaran Role Playing dan media boneka tangan sebagai alternatif 
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